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Abstract 
Human are social creatures. Similarly, students, who definitely include to social creatures as well, cannot live alone. They 
need others to achieve their learning goal. In addition, they will not be able to manage their activities by themselves, as they will 
need some helps from their friends to support their study. As students who want to actualize themselves, they need their friends 
in finishing either their own assignments as a teacher candidate or their group work as a member of their class unity. Some 
students still look individualistic in the learning process. There are some students who finish their assignment by themselves, yet 
there are others who work in group. Actually, each learning goal can be achieved by them, but it has different value. Doing some 
assignments in group has different value and gets better result. The type of the activity to the students in enhancing cooperation 
and constructing higher responsibility is games. A simple game can be able to improve cooperation and social ability of the 
member; to practice communication; and to improve emotional management. Moreover, it can be able to construct self esteem; to 
improve group cohesiveness and self-respect; and to strengthen the role of group member. There are many various games for 
learning, but here the games are developed in certain ways which provide values of teamwork and responsibility inside them. On 
the basis of this basic competence, the values of teamwork and responsibility become one of the values in students’ 
characteristics and can be integrated to the students through the games. 
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1.  Introduction  
 
Human are social creatures. Similarly, students, who definitely include to social creatures as well, cannot live 
alone. They need others to achieve their learning goal. In addition, they will not be able to manage their activities by 
themselves, as they will need some helps from their friends to support their study. As students who want to actualize 
themselves, they need their friends in finishing either their own assignments as a teacher candidate or their group 
work as a member of their class unity. 
 
Some students still look individualistic in the learning process. There are some students who finish their 
assignment by themselves, yet there are others who work in group. Actually, each learning goal can be achieved by 
them, but it has different value. Doing some assignments in group has different value and gets better result. An 
industrial psychology, Peter Honey (Paterson, 2010; Suwarjo & Eva, 2011), said that there are some reasons why a 
team work is better in an organization or group. His findings show an important point of cooperation in a group, 
which is an individual, can learn faster rather than learning by him/ herself.  The existence of information exchange, 
development, and processing makes group’s member act faster. Peter Honey said that the team can respond to it 
quickly, can be developed to solve either single problem or problem with other group. The member will depend on 
others to achieve a better result. It is in line with Jones (1998) that a cooperative activity gives some wider 
advantages and achieved goals. 
 
Talking about students’ problem, other phenomenon happened is that they have less responsibility in doing their 
major task both as a student and as an agent of change. There are some students who only focus on their study, while 
others join certain students’ activity forum to express their interest and talent. Moreover, there are some students 
who join such kind of students’ organization. According to the Annual Report of Yogyakarta State University, the 
students who actively join certain organization include 5665 students of Faculty of Languages and Arts (FBS), 3614 
students of Faculty of Sport (FIK), 4509 students of Faculty of Educational Science (FIP), 4388 students of Faculty 
of Mathematics and Science, 5381 students of Faculty of Engineering, and 993 post graduate students (Annual 
Report of Yogyakarta State University, December, 2009). Looking at the data, it means that each of them has her/his 
own responsibility toward their activity she/he has chosen. In fact, there are many students only focus on their side 
purpose instead of their main focus to study. 
 
A type of the activity for students which can enhance their cooperation and construct their responsibility higher 
is games. A simple game can be able to improve cooperation and social ability of the member; to practice 
communication; and to improve emotional management. Moreover, it can be able to construct self esteem; to 
improve group cohesiveness and self-respect; and to strengthen the role of group member. Next, the advantage of 
the facilitator as a group leader is to observe his members by comparing the activities happened before and after. It 
can be seen who dominate the group activities, who is shy, who has low self-esteem, who is being isolated, who is 
the good leader, how the group ability in different group condition, whether there is a group dynamism brought in 
discussion, learn how to get in touch with other members, how to measure self-ability and high solidarity; and there 
is self sacrifice for group togetherness (Suwarjo & Eva Imania, 2011). 
 
The students can play some games with some purposes, such as to integrate cooperative values and responsibility 
in their life and to create meaningful games. There are many various games for learning, but here the games are 
developed in certain ways which provide values of teamwork and responsibility inside them. 
 
This paper will elaborate theories on the definition of teamwork and responsibility, character education, and then 




2.1. Definition of Teamwork 
 
As mentioned before, basically, human are social creatures that always keep in touch and need other people. 
Moreover, they always relate to the society where they live. The relationship with other people is a part which 
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cannot be separated with their daily life, such as a social relationship with family, school, society, and in many types 
of social group i.e. organizations, companies or certain institutions. Therefore, the social interaction process 
happened in every setting of human life without any limitation. 
 
Students as social creatures need others to support their success of life, so they need cooperation with others. 
Suwarjo & Eva Imania (2011: 58) stated that a cooperation is a situation when a group of people work together to 
achieve certain goal. Cooperation is different to work together where some people work together in similar place but 
with different job and someone’s job does not influence other job. Doing something together will get better result 
rather than to do it alone. Similarly, it occurs on the history of a nation, any achievement of a nation only can be 
reached through cooperation. 
 
The tendency to do the cooperation has been increased in America which in the past was well-known with its 
individualism. Paterson (2010) insisted that recently in American companies, in schools, and even in post graduate 
lectures, ‘team’ is a keyword of an approach to support and enhance both the efficiency as a group and self-
satisfaction as an individual. Most of his theories show that a team is not only more effective than any effort of the 
big group or individual work; but also if there is a participant under control of any appropriate group, so this 
participant will have brighter future. 
 
According to Goran Ahrne (Paterson, 2010), a book writer of Organisasi Sosial: Interaksi Dalam, Luar dan 
Antara Organisasi, said that cooperation is very important to face recent global competition, where an individual 
perfection is not really needed. Otherwise, what an individual needs is a high collective effort and if she/he wants to 
be a group member, cooperation is good to interact with other members. However, Goran Ahrne added that by doing 
cooperation, it will decelerate the work and limit in expressing the thought and opinion; whereas it will construct the 
concept of thinking. Next, Rosemary Rein; a speaker, writer, and training consultant who writes Blueprint for 
Success With Bussiness Stephen Covey; and Ken Blanchard (Paterson, 2010) said that there are some ways to 
develop an effective team work as follows. 
 
x To communicate clear expectations toward team work and collaboration which are expected 
x To respect and admit cooperation, so it is not needed to work alone 
x To always review the group result  
x To give opportunities by using interesting activities 
x To use ice breaker activities to refresh and motivate the group 
 
Rein also added that group cooperation should be solution-oriented; should not only focus on the problem; 
should always provide a solution to any problem come up; and all members should feel ‘reliable, important, special, 
and happy’ through verbal and nonverbal communication. 
 
The previous statement was agreed by Susan Heathfield, a human resources consultant and writer (contributor of 
www.humanresoure.about.com cited in Paterson, 2010), said that it is important to have a cooperative structure 
correctly in a group in order to manage how they must work and expect. Suwarjo & Eva Imania (2011) proposed 
three requirements fulfilled to achieve maximum result in a group work as follows. 
 
x To determine clear and appropriate job allotment. Here, the best principle is the right man on the right place.  
x To depend on the leadership applied. Paternalist and authoritative leadership tend to insist group members to 
give work result which is appropriate with the target. Laissez-faire leadership is where the leader does not give 
any guidance, so it will waste a lot of time because of its unclear work pattern and goal. Democratic leadership is 
where the leader can motivate his members to achieve the best. 
x To cooperate well. It can be done by having a good mutual interaction either among the group members or 
between the leader and group members. Good communication can help to solve any problem come up in the 
group. 
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From the explanation above, it can be concluded that as students who are in the social environment, as well as 
agent of change, they still need other people to help them to achieve their goal. Teamwork occurs within students 
can construct a strong bond inside them either for group business or self-development business. 
 
3. The Importance of Responsibility 
 
Based on the Dictionary of Bahasa Indonesia, responsible is a situation where we should totally respond to 
everything. Responsible is human awareness toward behavior or attitude either consciously or unconsciously. 
Responsible also means that to do something as a form of awareness toward their obligation. 
 
People struggle to fulfill their needs or others’ needs. As a result, they face other people in the society or the 
natural environment. In their effort, people also realize that there is other power following in determining everything 
which is God’s authority. 
 
x Responsible to ourselves. It forces people’s awareness to fulfill their own obligation in developing their 
personality as individual. 
x Responsible to family. Family is a small society. Family consists of husband-wife, father-mother, children, and 
other people who belong to them. Each family member must responsible to his/her family. This responsibility 
includes the family’s reputation. Moreover, responsibility also means prosperity, safety, education, and life.  
x Responsible to society. Basically, people cannot live without others’ help as their nature is as social creatures.  
 
The explanation of the importance of responsibility to people starts with the existence of education from the 
family. To begin with the model and leadership from parents, it can create parents’ caring system which can be able 
to construct children who have responsibility earlier. Then, when the children start to enter the school, there will be 
system and curriculum they deal with. Similarly, in the process of friendship, it trains children’s personality to 
responsible to themselves and their environment. As they grew up, there are more frictions and wrought actions 
happened. Therefore, they will have more opportunity to responsible. Children have to responsible to their result of 
study in the form of academic grade or in the form of self-achievement toward their result of the activity. Next, even 
when they are getting older as teenagers, the type of responsibility still can be shown from their maturity in thinking 
and doing any action. A position as university students cannot be denied. The demands to responsible to themselves, 
family, and society must be fulfilled as they have experienced long learning in their life. 
 
3.1. Definition of Games 
 
There are a lot of definitions of games. According to Santrock (2006), to play games is an enjoyable activity 
done to its own business. Erikson and Freud (Santrock, 2006) stated that to play games is a kind of human 
adaptation which is useful to help children controlling their anxiousness and conflict. In line with them, Piaget 
(Santrock, 2006) viewed playing games as a method to enhance cognitive development of children. In addition, 
Hurlock (1887) said that to play games is an activity done with the basic of joy and without considering the final 
result. Playing games can be done voluntarily and without any force or pressure.  
 
Freud and Erikson believe that playing is very beneficial to construct human adaptation and to help children 
figure it out their anxiousness and conflict. This belief is based on Freud and Erikson’s observation as any strain had 
by children will be lost when they do any movements that need physical power and lose any hidden strain (Santrock, 
2006: 288). Therefore, playing games can be used as a therapy which known as a play therapy. 
 
Even having little different point of view, Piaget and Vygotsky (cited in Santrock, 2006: 288) believed that 
playing games can help cognitive development of children, as the cognitive development of children is influenced 
by the way they play the games. Playing makes children practice their competence and mastery toward various skills 
they have by using relax and pleasant ways. Piaget added that cognitive structure needs to be stimulated and, 
therefore, playing provides perfect setting to that effort to stimulate. 
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Abraham Maslow and other personality experts such as Adler, Sullivan, Erick Fromm and Horney insisted that 
the function of togetherness in group, especially playing; to construct human personality, to construct social context 
through social interest, to bring inherent needs, and to force to have sense of belonging, to be avoided from 
isolation, to construct cooperation, to reduce any problem related to interpersonal relationship (Schaefer, 2003). 
Their theories brought values that a group in games becomes a curative step applied for all types of the 
characteristics of adults.  Yalom (Schaefer, 2003) mentioned some advantages of a group in playing games such as 
(1) able to enhance the expectation; (2) construct the sense of belonging; (3) share information; (4) decrease altruism 
side; (5) correct any mistakes related to the function of family; (6) become a proficiency model in having 
relationship; (7) construct their support emotionally and with katarsis; (8) help each other; and (9) build meaningful 
and purposeful life. 
 
Here, the students, who are free to do many things, are still childish. Therefore, games become special media 
which are very interesting for them as a form of satisfaction and actualization process toward the activities they like. 
Instead of a way to express their feeling, games also become a way to build self- and others introduction. Therefore, 
by employing games in learning process, some goals can be reached. 
 
3.2. Character Education 
 
Character refers to a series of attitudes, behavior, motivation, and skill. Character includes some behaviors such 
as a wants to do the best, intellectual capacity like critical thinking and moral reason, behavior like being honest and 
responsible, maintain moral principles in full unfair situation, interpersonal and emotional intelligence that allows 
someone to interact effectively in various situation and commitment in order to contribute to the community and 
society. Characteristic is the realization of positive development as an individual (intellectual, social, emotional, and 
ethics). An individual who has good character is the one who always try to do the best (Battistich, 2008). 
 
The word ‘character’ comes from Greek means “to mark” or to sign and focus on how to apply good values in 
the form of action or behavior (Wynne, 1991). According to Alwisol (2006:8), character is an illustration of 
behavior which emphasizes on right-wrong and good-bad values both explicitly and implicitly. Character is different 
from personality as the personality does not deal with values. However, both personality and character are directed 
to the social environment. Moreover, both of them guide, direct and organize individual activities quite permanent. 
 
Kilpatrick (1992) and Lickona (1991) are the pioneer of character education. Both of them believed that the 
existence of absolute moral is needed to be taught to young generation to make them understand which one is right 
and which one is wrong. Kilpatrick and Lickona realized that actually there are universal moral values which are 
absolute and based on religions in the world  called “the golden rule”, for instance to be honest, help others, respect 
to parents, and responsible (Tadkiroatun Musfiroh,2008). 
 
Lickona (1991) stated that character is related to the moral knowing, moral feeling, and moral behavior. Based 
on those three components, it can be said that good character is supported by knowledge of goodness, willingness to 
act well, and do good action. Lickona (1991), first, elaborated that the moral knowing has some sub-components i.e. 
moral awareness, moral knowledge, future perspective, moral reasoning, decision-making, and self-knowledge. 
Second, moral feeling consists of heart expression, confidence, empathy, love, goodness, self-control, and humility. 
Last, moral behavior includes moral components which will build good, tough, or superior character. In the 
following is a figure of the relevance among those three components in order to build good character Lickona 
(1991): 
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Fig. 1. Relationship between moral knowing, moral feeling and moral action 
The position of education as an input of knowledge related to moral and goodness toward the students clearly 
becomes an important reference to build students’ expected character. The education of values for students’ 
character building needs to be made effective as there are many negative effects which can be able to influence 
students, i.e. a tendency to do deviate behavior. Lickona (1991:43-45) explained that there are several moral values 
in education character such as respect, responsibility, honesty, fairness,tolerance , prudence, self-discipline, 
helpfulness, compassion, cooperation or teamwork, courage  and host of democratic values; which finally build 
students’ character simultaneously. The character related to moral knowledge, moral feeling, and moral behavior. 
Good character consists of goodness, willingness to act well, and do good action. Those three components will 
determine moral life. 
 
3.3. Increasing value of students teamwork and responsibility through games: integrating education character in 
lectures 
 
The success to hold and build life values through character education can be influenced by the way or approach 
in building the character. According to Suparno (2004), there are four models or approaches in building students’ 
character as follows. 
 
x Model as a major course 
x Model integrated into all courses 
x Model beyond the courses 
x Model as a combination 
 
To look at the implementation model of character education above, the appropriate model is the second one 
which is a model integrated into all course in the lecture. Integrated model of character education in every course of 
the lecture becomes a responsibility of all teachers or lecturers (Washington, et.all, 2008;Nurwangid, 2010). In this 
context, a teacher can select the materials of character education which are suitable with the theme or main topic of 
the course. Through this model, every teacher is character education teacher without exception. The advantage of 
this model is that all teachers take a responsibility toward the building of life values to students. Moreover, an 
understanding of the values of character education tends to not like informative-cognitive. Otherwise, it is 
applicative which is suitable with the context of each course. Therefore, the students will be more familiar with the 
values applied in all settings. 
 
The character value of cooperation and responsibility can be improved through games has been investigated by a 
researcher (Eva Imania, 2012). Her findings showed that there was an increasing of 4.05 point for cooperation and 
6.14 point for responsibility done after giving the students some activities through games. In the beginning, the 
students were still shy to ask for their friends to cooperate in a game, but finally they realize how important 
cooperation if they want to get maximum result. From these findings, indirectly, a game can build a leadership 
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character of someone and practice communicative skill of his members. That statement is in line with the function of 
games proposed by Suyanto (2005) which is games become media of communication among members, so 
everything can run better. Any support from other people also motivates the team to act and work hard. In addition, 
it is supported by Rein (Paterson, 2010) explained that the presence of other people can accelerate to solve problems 
in a group. 
 
Games are thought to be an effective method as it contains many values which are meaningful for its players. 
The meaning can be felt directly by the players, but for the new players, they may realize the reflective form after 
receiving feedback from other member. This way, it adds knowledge on how important other people to an individual 
as an educator. 
 
Lectures through playing games as a method gives experiences that a journey of learning communication is not 




The character values of teamwork and responsibility is the character value which must be mastered by the 
students. As individual and social creatures, they have to be able to adapt in their environment, so they can help 
others. A student has to see his friends as an external factor in achieving success and as a motivator to his progress 
of study. Therefore, a student should be able to select his friend who can be able to cooperate with in reaching 
success. The cooperation is very important, as basically there are a lot of activities can be finished faster and more 
successful done in cooperation. 
 
Similarly, the responsible value cannot be underestimated, because the form of responsibility can be directly 
seen both in the present and future. The forms of self- responsibility; for instance be discipline in lectures, finish the 
assignment on time, and believe in future success; are expected to be built soon. The students should also be 
informed related to the forms of responsibility toward parents i.e. to achieve a degree and able to reply what the 
parents have given for their success. Moreover, it also important to devote to the nation as a form of responsibility 
toward this country, i.e. by joining organizational or patriotic activities or by sacrificing to the society. 
 
Both of those values can be built and improved by employing integrated games in the lectures. The materials of 
games are planned and designed correctly, so they contain meaningful values for the players. Simple games without 
using media or those using things surround us can be played as a media of meaningful character education. The 
reflection of the games can be felt in direct or indirect ways, so the implementation can be simultaneously 
continued. Therefore, the integrated process of the values of teamwork and responsibility character can be enhanced 
through games. 
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